

UNLEASHING THE WOLF 


Adapting Fables, Creating The Wolf 
Among Us 



CHRIS SCHROYER - PRODUCER 


• 1 0 YEARS IN GAMES 

• 4 years @ Telltale games 

• Poker Night 

• Jurassic Park 

• The Walking Dead: Season 1 

• The Wolf Among Us 


Twitter: @fakeCSchroyer 





A QUICK NOTE ABOUT SPOILERS 


Today I’ll be mentioning the following serii 


The Wolf Among Us 


* Fables (the comic series) 

• The Walking Dead: The Game - Season 1 

• Don’t worry, nothing about Season 2! 






WHAT DOES IT MEAN TO “ADAPT IP” AT TELLTALE 
GAMES? 


• “See The Movie, Play The Game” is not our style 

• Interactivity Has to bring something new to the IP 



“SEE THE MOVIE, PLAY THE GAME” IS NOT OUR 


STYLE 











What is the unique story to tell? 


What connects this story to the IP canon 


How CAN WE BRING “IP-UNAWARE” PEOPLE AL 





INTERACTIVITY HAS TO BRING SOMETHING NEW 
TO THE IP 


• What have people already seen in this universe? 

• What have they not seen yet? 

• What does the player get to “own” through gameplay? 

• What’s the range of tailored narrative? 

• What established characters/settings most naturally lend 

THEMSELVES TO INTERACTIVITY? 



WHAT MADE FABLES A GOOD IP FOR 
ADAPTATION? 


• Lots of proactive characters 

• Large established timeline of critical events 

• Wide Storytelling range with established timeline 

• Source material already proven to be great episodic content 



“PREVIOUSLY ON THE WOLF AMONG US...” 


• Season arc in place, Episode 1 written/recorded 

• A PREQUEL WITH LIGHTER TONE, BUT STILL CANON 

• Artwork for main cast and sets deep into production 





THE WD EFFECT 


• This changes nearly everything! 

• We had to continue down this road to see where it goes 

• Taking a long look at Fables 




Season arc, dialog, design all open to reconfigu 

t 

Characters, sets, and props had to be repurposJ 



WHY WAS THIS REALLY SCARY? 


• A LOT OF WORK HAD TO BE REDONE 

• Script /VO 

• Design 

• Programming 

• Voice performances 

• Animation / Choreography 

• Production of these assets had to be done as we were 

REBOOTING 



WHY WAS THIS ABSOLUTELY NECESSARY? 


• We were only hitting some, not all, of the “Adapting IP 

• Player expectations coming out of WD Season 1 


PILLARS 
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WhlAT Did THIS PROCESS LOOK LIKE? 
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i New Episode Scripts 




• NEW/EXPANDEdfGAMEPLAY PROTOTYPING 


NEW SEASON ARC 


• Opportunity to get reacquainted with the IP 

• Maintain pillars we hit 

• FOCUS ON THE ONES WE MISSED 

• Establishing the main thread 

• Establishing individual character arcs 

• Determining big choices per episode 



NEW EPISODE 1 SCRIPT CHALLENGE 
“READERS” VS. “PLAYERS” 


• Getting everyone up to speed, quickly 

• What’s a Mundie? 

• What’s a Glamour? 


Finding the balance 



Once upon a time in New York City there lived a community of fairy tale 
characters known as Fabletown. The Fables who live there arrived 
hundreds of years ago, after they were exiled from their Homelands, 

— ♦♦♦ 

Through the use of a magic spell called Glamour, they have protected their 

secret community from the mundane world. 

♦♦♦ 


Sheriff Bigby Wolf protects them from each other. 




dj ej yrvbternJ, 


2$pT I just stepped out the 
drunk shit is doing. 





WHAT ARE WE REALLY TALKING ABOUT IN THIS 
CONVERSATION? 


• The existence of non-human Fables 

• Defining Mundies and the importance of hiding from them 

• Establish Bigby as Fabletown’s Sheriff: the enforcer of laws 

• The Farm: what it is, who’s there, etc. 

• Glamours comes from a single source and are expensive 

• ...AND JUST IN CASE ANYONE MISSED IT, BlGBY IS THE REAL BIG BAD 

WOLF!!! 



NEW/EXPANDED GAMEPLAY PROTOTYPING 


• Bring choice to action sequences 

• Chase sequences 

• Investigations 



BRING CHOICE TO ACTION SEQUENCES 


• Bigby is a legendary badass 

• The threat of death wasn’t always compelling or canon 

• Tests of skill not as interesting as deciding how to move 

THROUGH A FIGHT 



CHASE SEQUENCES 


• Similar to bringing choice to action sequences 

• Bigby’s not going to lose the trail easily 

• Player performance used to determine world conditional other 

THAN “VICTORY” 



INVESTIGATION SEQUENCES 


• Bigby is a legendary sleuth in the community 

• These could not be pixel hunts 

• It’s about how the player moves through a room 

• When executed well, these sequences were natural 

CONVERSATIONS 



STAYING ON TRACK 


• More frequent check-ins with executive staff 

• Multiple playtests 

• Pen-and-paper versions 

• In-engine playtests 



STAYING ON TRACK 


• We identified areas we could move forward as quickly as 

POSSIBLE 

• Environments, animation, character model edits 

• Design docs, scripts, season arc docs 

• Within a few months we were at PAX Prime and shipped Episode 1 

SHORTLY AFTER 






